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FOREWORD 


by Guha & Karthik Bala 


Cool. An art book: a collection of concept art and creative 
inspirations for Skylanders: SWAP Force. But it's also more than 
that. For our team at Vicarious, it’s how we visualized re-shaping 
the imagination of millions of children around the world in what 
has become a beloved franchise. The work here represents 4 
twenty-six month creative journey where we started with the 
familiar and pushed it in unexpected directions 


Each drawing offers funny, fantastic, or just plain manic 
explorations of the Skylands, its inhabitants, villains, and of 
course the Skylanders. These Strata, or layers of exploration 
go into making a cohesive whole out of our new game's fiction 
The quotes peppered throughout the book are from team 
members. We shared this journey with hundreds of co-workers 
across many locations. The artwork here inspired all areas of 
game making, which in turn have inspired more art This 


cyclical relationship between each discipline drove re 
a reinforcing creative loop that made us all shine 
Personally, each page reminds the two of f 
us of the memorabie journey of how our 
studio grew from a hungry outsider to of 


part of the Skylanders family. At times, 


¢ 

it seemed that we overstayed our iZ 

welcome. Like the awkward “plus ’ 4 
one” at Thanksgiving who turns out , 

to be engaged to a close family a 4.¢ 


member, and cracks inappropriate 
jokes at overly serious parents 


Well, we may still make for awkward dinner guests, since oy, 


extended family are | tly-minded studios, driver 
publishing partners, and serious parents. Thankfully, that tho 


makes for some vibrant and divergent discussions that are at the 
heart of creativity. The pushes and pulls that we experienced in 
our journey on Skylanders: SWAP Force made for a better game, 
better art, and a real family. Enjoy a window into our 

through the pages of this book. And best wishes for your own 


off-kilter creative adventures. 


Karthik Bala 


by David A. Rodriguez 


The Borders of Imagination 


When our concept work for Skylanders: SWAP Force began, 
Spyro’s Adventure was stillin production, That means the runaway 
train of success had yet to leave the station, The dynamic duo 
of action figures and video games had yet to be proven with 
the sort of the authority that would soon become legend and 
inspire others to jump on the track, We needed to define a new 
adventure, new characters, and new parts of Skylands... all while 
staying true to the groundwork that was being laid before us, It 
was @ once in a career, chance of a lifetime opportunity. It was 
the moment that writers and artists dream about. We had been 
handed a world of infinite possibilities. 


And it was freaking terrifying. 


| don’t know if it was a stroke of genius or blind luck, but rather 
than me typing away alone in a room someplace and sending 
off documents to artists to read over (which you know... is their 
favorite thing), | was instead assigned directly to the PreVis 
Team. Now, | have worked in some places or on some projects 
where you can do some hand-waving and say “Well, it's a kid’s 
game. It doesn't matter.” Or “It’s magic, it doesn’t have to make 
sense.” But | have never been a fan of either of those responses. 
Every world, even a magic one, requires rules that define their 
borders. To do otherwise is lazy writing. And the PreVis team at 
Vicarious Visions has ZERO tolerance for lazy writing. 


So instead, we assembled the Cloudbreak Islands, piece by piece. 
We created a system of islands that were layered over each 
other in a staggered vertical fashion so that we could gauge the 
distance of one to the other. We knew which islands could be 
easily reached by bird from our town of Woodburrow and we 
knew that the heroes would need an airship to reach the frigid 
outer islands of Frostguard. We knew that the proximity of the 
volcanic islands to the water islands would create a rainforest-like 
environment for Cascade Glade. We knew how the denizens of 
the Barrens desert islands transported water from the reservoir 
in Iron Jaw Gulch to the far outskirts of the Twisty Tunnels. 


And contrary to what | would have assumed, the PreVis Team | : 
thrived on rules. They demanded that | knew more and refused 
to take "I don’t know” for an answer, Not everything had to be Be 
“scientifically” accurate, We're dealing with a world of magic 
after all, But it DID have to make sense within the rules of the 
universe. And the more the PreVis Team understood the world 
and how the piece they were creating fit into that larger picture, 
the more productive and inspired they became. x) 


And soon, what had been” work” before had became free of effort 
The rules had been absorbed and they were creating content 
at a completely ludicrous pace. It soon became impossible 
to identify exactly where one idea began and another ended. 
it was a spool of imagination being spun out in all directions, — 


Our world had become real. 


It wasn't a theory or idea 
anymore, It existed. We all 
saw it together. And we 
introduced the team to 

it until they saw it too. 

The Cloudbreak Islands 

had become a place we 

could point to in the 

sky and invite others 

to share in the joy of 
creation and play. A 

place for Portal Masters 

all over the world to step 
inside and feel welcome 

to carve out their very own 
space... in this magical world 
of Skylands., 


Boom. 


At the beginning of the project Brent came to me 

and said, “We've never done it right when it comes to 
Pre-production and concept art. This is the project 
where we need to do it right.” Now, when you look at 
the dozens and dozens of amazing images that shaped 
the visual style and place of the game, there’s no doubt 
that we ended up doing it right. 


— David Nathanielsz 
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We really liked Aftershock, and hated to 
see him not make it. We did end up using 
his tail spike roll for Scorp, though! 

— Rob Gallerani 


While she never made it to the final game, 
her wind blow attack was used for Boom 
Jet, her claws were used for Free Ranger’s 
slash blades, and her boomerang tail 
up being an upgrade for Rattle Shake’s 
snake shot. 


— Rob Gallerani 


threePARTS 


conceptSTORYBOARD 


it's amazing to watch an idea journey through various levels of complexity before eventually arriving at its most pure and simplisic b: 
- Dan Doptis 


Boom Jet totally should 


have been Flynn’s brother. 


- Jeremy Russo 
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Dave's quality craftsmanship 
brings a level of precision and 
detail that is vital to make a 
product stand out from the 
crowd. 


~ Arzu Fallahi 
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Jeff's designs add a layer of delicious 
d dark humor to the game.It 


twiste 

complements the complexity of the ove eet 
experience and it's very appealing ral 
~ Arzu Fallahi =— 


Grilla Drilla is a Life character, 
but his first impression does not 
suggest that. Then somebody 
had the great idea to make his 
turrets shoot actual fruit. 


~ Buck Chantel 


As much as | love monkeys, | was 
really happy to see Hoot Loop evolve 
into something so unique. 


Rubble Rouser’s legs, 
BEST SOULGEM EVER. 


- Rob Gallerani 


| love Stink Bomb for 
the sheer number of 
meetings we had to 
have about the sound 
of his fart attack. 


— Rob Gallerani 


Wash Buckler’s catch phrase “Blois 
Pegs” came to me while | was 
Detroit Metropolitan Airport. 


- David Nathanielsz 


During production, as Countdown, you could 
stand on your head and try to walk around on 
it. This would have shipped, but you jumped 
over multiple progression gates. 


— Justin Heisler 
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It’s as if the Fonz lost his 
cool ALL THE TIME...and 
he’s a rhino. 


- Adam Olshan 
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From the first time | saw 
Pop Thorn | knew he was 
going to be a character 
people love. 


- Dan Wallace 
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three of our coolest charac 


— Dan Wallace 


. 
a 


<< 
ae 
= 2 ? 


72 


No character went through more 
revisions than Riptide. The team 
was determined to get him right 
and make him awesome! « 
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Every time | use the giant whale to 
attack, my inner child takes over and 
| get really excited. 


~ Arzu Fallahi 


People say “It takes a team”. I'd say, 
“take the team, add an elevator pitch, 
sprinkle some concept art and BAM!” 


— Leo Zuniga 


| wish | could go back in time to reassure myself 
that the final character designs would end up being 
infinitely better than the originals | was so tied to. 


- Jeremy Russo 
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From the moment | started playing 
Smolderdash, | fell in love with the 
precision, speed, grace, beauty and fire! 


— Nathan Wilens 


Star Strike was a character that people 
loved instantly, and when we would 
show them that she can reflect her 
own projectiles, they would just lose 
their minds. 


- Rob Gallerani 


| think it says something about the amazing talent of VV’s artists that not 
only the final art but also the brainstorming sketches and unused concept 
works in this book are all stunningly good. 


- Darren Malley 


How do we make Skylanders? We 
with a little dedication, inspiration 
dash of talent, all blended togeths 
topped with some crazy. Ba i 


- James Weir 
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Every time | thought | understood how big 
Skylanders SWAP Force was, something 
came along to prove me wrong. 


— Jeff Stewart 
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| think the Greeble race got as much 
development love as any Skylander. 


- Dan Wallace 


Dan Wallace 
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It Was really important to bring back some of the 
villains from the last two games and | think kids will 
get a kick out of seeing something familiar. 


108 


| heart corrupted chompy butt. 


— Jeremy Russo 
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The animators really 
wanted to give Flynn a lot of 
life by creating a dynamic facial 
animation while maintaining the 
wide mouth grin that everyone 
has come to love. 


— Ryan Griffin 


| figured the only person Kaos 
would ACTUALLY be afraid of 
was his mom 


~ David A. Rodriguez 
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When the helmets were designed 
we kept the Arkeyan Robots in mind 
It's subtle, but kids seem to pick up 
on things like this. 


- Buck Chantel 
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e the uniqueness and personality of the baddies and 
rse. They deserved their time in the sun. 
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We even wanted to a ; 
give our push-blocks yea 
some personality! .Y aay 
af : 
mere ho | 


-EricCarter 


Seeing Vicarious Vig 
throughout the yea 
building to this mo 

an inspiration to all ofa 


— Matt Helsom 


If the world needed to be recreated in six days, 
| would choose Steven Olds as my god. 


- Jeremy Russo 
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hese early concepts were so inspirational for the art group 


color and atmos j 
phere in these concepts really make you want to explore these worlds. 
— Buck Chantel 
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The concept of rivers 
flowing through our skies 
and connecting the islands 
just blew me away, 


- David A. Rodriguez 


“STRUCTURE 


156 


All that beauty, and it's in a sin 
gle gam 
e! 


- Nick Ruepp 
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eally inspired by the work bein 
uid set it as the wallpaper 


- Evan Mennillo 


9 Gone by the concept group early on 
On their monitors ang TV's. 
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> create @ 3D space, the first thing to ask is not what shapes or colors 
ws (hace make me feet os | magne myself walang twough it? 


A work of art. I'm speechless. 
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the phrase: “Good Enough Isn't.” 


Murphy 


The vista concepts were inspiring. | constantly 
— Adam Otshac 
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found myself saying, ‘I want to go to there’ 
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To this day | look at the piece that inspired our first major prototype level. It was a giant turbulent 
glob of water and the player’s goal was to save the Giant Fish inside It. 


~ Leo Zuniga 
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~ Matthew Smudz 
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The actual game environments brought the essence of the concepts to life. 
It brought everything to a new level. 


— Mark Webster 
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Wildwood levels flow so 
tne 


SMOothly from level to level, 
t this feeling Of a continuoys *dventure, 
ge 
WP enas you 


fitso 
e, but they 

t sUch a unique experience in each on 

You get suc 
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We wanted to create a space that Made the player feel like they had freedom 
to explore, but we also had to make 


~ Drew McCrory 


Sure the player never got lost 
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verdant it was hard to tell 
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_pavid A. Rodriguez 
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4 Fallahi 


led to differentiate the desert levels in a way that would 
but still feel like they belonged in the Skylands. 
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Terrafin is such a beloved character that it was ano brainer to make a race that resembled him. 
Of course, they had to live in the driest spot in Skylands. , 


- Buck Chantel 
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olve into wnat it ls today, made this experience more worthwhile than | could ever imagine, 


iiving on glaciers and having epic sr ba fights wan cee 


Only in Skylends would it make sense to have a race of blue, viking-elves 


= Brock Cerny 
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e could put a Broadway style musical number in the game, 
am was, like, “Yes, do that.” How do you not love these guys? 
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hind Swap Force bursts from these images/this book 


team be 
ispirational — a master class in art direction 


The creativity of the 
ig nothing short of il 


What Is displayed here 
~ Christopher Floyd 
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Our game starts and ends in the Volcano. This gives the player a 
sense that they have gone on a huge journey, coming full circle 
to beat the final boss in the area where it all began. 


- Dan Wallace 


The old adage of it being “all about the journey” bears new meaning here at the close of SWAP Force, 
The things I'll appreciate more than crossing the finish line are the new friendships I've gained along the way, 


= Chris Wilson 
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»g to0 scary is a fine line to walk with a kid’s game. You want the 


> feel some tension, but you don’t want them to walk away crying. 
“an Wallace 
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The beauty in creating magic is that there are no predefined rules about what it is, how it looks. 
Of haw: it sounds, Magic can really be anything you want it to be. 
« Dew Stewater 


clement FONES 


Skylanders Fun Fact: Since the advent of the 
Jumping High Five, there have only been 2 
reported cases of a participant dislocating their 
shoulder during the feat. Given that this happened 
to me during our final dry run for SWAP Force’s 
Toy Fair reveal event puts me in a rare class. 
Perhaps | should be playing the lottery. 


- Chris Wilson 
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The rendering enhancements raised everybody's game. Every member of our team 
wanted to make something that took advantage of the engine's new capabilities. 
— Dan Wallace 


Bs serie 
RS: iy 
tees Hoary 


Now | better understand and can see for myself, 
why Karthik and Guha consistently state that VV is 
a team and why they always tell us, “You are the 
ones who have made us, and VV, a success.” 


— Dawn Harrington 
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Early on | had the 
opportunity to animate 
this Spyro concept in one 
of our beautiful prototype 
levels, It was the most 
excited I'd felt animating 
in years. 

~- Adam Olshan 
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David A, Rodriguez 
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SWAP Force represents 

a culmination of what 

I've learned thus far, while 
revealing so many new 
things | have yet to try. 

I've never had so much fun 
animating, collaborating, 
and playing. 


Vicarious — 
Visions” 
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